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GO NEWS 


1991 US Go Congress 


The Empty Sky Go Club in Rochester, NY, will host the Seventh US Go 
Congress August 3-11. Distinguished professional players from 
aroundthe world will offer lectures and simultaneous play, including: 

Jiang Zhu-jiu 9-Dan (China)—see story below 

Yang Yi-lun 6-dan (China)—the American Go Institute’s Shanghai- 
born instructor, who is well-known to Congress veterans 

Noriyuki Nakayama 5-Dan (Japan)—This elfin wizard of go has at- 
tended all seven Congresses, and will bring a tour group from Japan 

Seng-Shien Lin 5-Dan (Taiwan)—Mr. Lin will also teach us the Ing 
Foundation’s system of rules, which will be used in the the Ing Cup 

James Kerwin 1-Dan (Japan)—Now living and teaching in Min- 
neapolis, Kerwin is known for his clear, accessible teaching style 

Hsien-Yu Hsia 7D Amateur (Taiwan)— Mr. Hsia is not quite profes- 
sional yet— but he is only fourteen years old! 

Several important tournaments will be held: 

The North American Ing Cup, an invitational sponsored by the Ing 
Chang-ki Wei Ch’i Educational Foundation, with prizes totaling $10,000 

The US Go Congress Championship, one round per day with the 
longest time limits of any North American tournament 

The US Open, a five-round maelstrom on the second weekend 

The US-Japanese Friendship Tournament, pitting US players against 
members of a Japanese tour group 

The US Women’s Championship, an invitational to select the North 
American representative to the World Women’s Amateur Go Champion- 
ship in Japan 

The North American Computer Go Championship 

Plus the usual self paired Handicap Tournament, and lightning go, 
small board go, team go and rengo kriegspiel. 

For further information, write 1991 US Go Congress, CPU #271526, 
University of Rochester, Rochester, NY 14627-1526 — RL 


Another American Professional!! 


The US is already privileged to have two accredited professional go 
players residing here and teaching actively—Yi-lun Yang 6-Dan of the 
American Go Institute in Los Angleles, and James Kerwin 1-Dan of Min- 
neapolis. Now the Western world has a 9-Dan— Zhu-jiu (Jujo) Jiang is 
living and teaching in Berkeley, CA. 

According to the East Bay Go Association, “Jujo will be giving week 
long go intensives, classes, private and semi-private lessons, and lessons 
by modem.” Jujo can also comment on games in IBM or Mac format by 
modem or diskette. 
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Jujo was honored as the 
second strongest go player in 
China in 1988, and was the top 
TV commentator in China. He 
joined the national team when 
he was fifteen and played in the 
first NEC Japan-China Super Go 
series, where he defeated five 
Japanese professionals in a row, 
dramatically increasing public 
interest in go in China. 

Most of Jujo’s activities will be 
conducted in the Bay area, but 
intensives will periodically be 
scheduled in resort areas such as 
Yosemite, Calistoga or Big Sur. 
Jujo says that the fastest way to 
improve is to work together as a 
group. The Chinese team lived 
and studied together every day. 
That is why they improved so 
rapidly. 

Jujo is happy to help you in 
any way to improve your game. 
If you have any ideas or want 
more information, write the San 
Francisco Go Club, 1881 Bush 
St., San Francisco, CA 94115 or 
call (415) 563-9737. — RL. 
Reported by the East Bay Go As- 
sociation 


Help Wanted 


The AGA is looking for volun- 
teers to fill two positions: 

AGA Treasurer—This is a 
very important and specialized 
position for someone with good 
analytical math skills anda 
strong interest in the affairs of 
the AGA. The treasurer does not 
just count the money—in fact, 
that part of the job could be 
done separately. The Treasuer 
manages the financial affairs of 
the AGA, sits on the Executive 
Committee, and prepares the an- 
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nual financial report. It’s a lot of 
work, but the Treasurer has a 
major voice in many important 
AGA decisions. 

AGJ Business Manager— You 
may have noticed that the AG] 
has more and more ad pages, 
and we've received even more 
inquiries. However, we're so 
tied up with producing the 
magazine that we can’t give this 
end of things the attention it 
deserves. The business manager 
interacts with advertisers, issu- 
ing bills, making sure they’re 
happy and responding to 
prospective advertisers. 

Think about it, folks. Remem- 
ber, we’re all volunteers here, 
and if someone doesn’t do it, it 
won't get done. — RL 


Banking On Go 


The November-December 
issue of the Harvard Business 
Review carried an interview with 
John Reed, chairman and CEO 
of Citicorp. The interviewers 
began by asking Reed about 
Citicorp’s position in the global 
banking market. “Global com- 
petition in banking is strategic 
as opposed to tactical,” Reed 
replied. “Competition among 
the top thirty players around the 
world is about occupying space. 
It’s about positioning yourself 
wisely over time, not wiping the 
other guys out on specific 
products. I approach competi- 
tion a little like the Chinese 
board game go. You see where 
the other players have put their 
chips, figure out why, and 
decide where to put your 
chips.” — RL 
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TOURNAMENT AND EVENT CALENDAR 


DATE EVENT CONTACT 
3/23-24 Greater Oklahoma Go Tourn. Mark Andersen 
Tulsa, OK (Computers OK) (918) 747-3178 
4/5-7 Seatile Cherry Blossom Tournament Chris Kirschner 
Seattle, WA (206) 353-8758 
4/14 The Philadelphia Open Phil Straus 
Philadelphia, PA (215) 568-0595 
4/21 Mass. Go. Assn. Spring Tourn. Don Wiener 
Boston, MA (Computers OK) (617) 734-6316 
4/27 NoVa Spring Tournament Ken Koester 
Arlington, VA (703) 830-5839 
5/4-5 Rocky Mountain Open Jim Pacha 
Denver, CO (803) 665-7403 
5/11 Ann Arbor Spring Open Dean Rieger 
University of Michigan (813) 668-6184 
5/18-19 Quebec Open Jean-Paul Ouellet 
Montreal, Quebec (514) 382-3588 
5/21-24 World Amateur Go Championship Barbara Calhoun 
Kanazawa, Japan (212) 580-5882 
§/25-26 18th Maryland Open Sam Zimmerman 
Baltimore, MD (301) 252-5081 
5/25-26 Japanese Garden Tournament Peter Freedman 
Portland, OR (508) 274-2917 
§/25-26 San Francisco Go Club Tourn. Hal Womack 
San Francisco, CA (415) 563-9737 
5/25-26 Dallas Open Bob Felice 
Dallas, TX (214) 530-1456 
6/1-2 Santa Cruz Open Anton Dovydaitis 
Santa Cruz, CA (408) 479-9945 
6/22-23 Woods Hole Weekend Challenge Roger Hjulstrom 
Woods Hole, MA (508) 540-9190 
June Cotsen Open Anton Dovydaitis 
Los Angeles, CA (408) 479-9945 
7/6-7 Noble D. Carlson Memorial Tourn. Harold Lloyd 
Cleveland, OH (216) 392-7177 
7/8-13 Jim Kerwin’s Annual Go Retreat Hollyhock Farm 
Cortes Isand, British Columbia (604) 935-6465 
7/13-14 Eastern US Regional Championship Chen-dao Lin 
New York City (212) 260-1455 


*NOTE: Computer programs are barred from participating in AGA tournaments 
unless otherwise specified: 

If this informaton concerns you please double-check with the Tournament Direc- 
tor prior to registration. 
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REDMOND RULES AT FUJITSU 
Third Time Is Charm For California Native 


by Ernest Brown 


The Fourth North American 
Fujitsu Qualifying Tournament, 
held at San Francisco’s elegant St. 
Francis Hotel on December 8, 9, & 
10th, pitted sixteen of North 
America’s top players against one 
another ina three-day, four-round 
Swiss-type tournament. For the 
third straight time, the field was 
topped by two well-known 
American professionals— Michael 
Redmond, 7-Dan in the Japanese 
professional system, the Santa Bar- 
bara native who is by far the 
strongest Westerner in the 4000- 
year history of the game; and 
Jimmy Cha, 4-Dan in the Korean 
pro system, who defeated Red- 
mond in both prior encounters, 
then went on to cause a world- 
wide sensation by defeating a 
total of three 9-dan professionals 
in the Fujitsu Cup in Japan. 

This year it was Redmond’s 
turn to come away with the top 
prize: the opportunity to represent 
North America in the Fujitsu 
World Championship of Go. 
Redmond’s parents were on hand 
to witness their son’s triumph. Mr. 
Redmond 1D played several 
casual games with observers and 
entered the one day side tourna- 
ment. One observer noted,“If I 
win, I can go home and say I 
defeated Redmond!" 

Three representatives of the 
Yomimuri newspaper, which or- 
ganized the tournament on behalf 
of Fujitsu Ltd., who sponored the 
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event, were in attendance from 
Japan: Seo Toshio, Koyama Akira, 
and Senda Koichi. Representing 
the Nihon Ki-in was Mr. Kato 
Takahisa, director of the Overseas 
Deptartment. 

The amateurs in the field in- 
cluded many returnees from last 
year: Joseph Wang (TX), Zhi-li 
Peng (NY), Ron Snyder (NY), Jung 
Ho Lim (UT), Ned Phipps (CA), 
Moon Cha (MD) and Edward Kim 
(WA). The Canadian team in- 
cluded one returnee—Sung Hwa 
Hong—and one newcomer, Jong 
Choi. This year Mexico also sent a 
representative for the first time— 
Ricardo Quintero 3D. Other new- 
comers to the Fujitsu were Yi Ho 
Suk (CA), Fred Hahn (NH) and 
Bob Hamilton (CA). 

The time limits were 2 hours 
per person with a5 minute reser- 
voir byo-yomi. The top two 
boards were relayed by closed cir- 
cuit video to another room where 
observers could watch the game 
in progress and discuss the poten- 
tial development. The first round 
featured an exciting contest be- 
tween Ron Snyder of New York 
and Ned Phipps of California. 
Snyder and Phipps.are two of the 
strongest amateur players to have 
learned the game here in the US. 
Snyder came out on top in this bat- 
tle of home grown titans, and 
went on to become the highest 
finishing amateur in the event. 
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The second round pitted Zhi Li 
Peng, another New Yorker, 
against Joseph Wang of Texas, this 
year’s US WAGC representative. 
Interest was added to this contest 
by the fact that both players had 
defeated professionals in tourna- 
ment play - Peng in last year’s 
Fujitsu Qualifier, Wang as the US 
Representative to the IBM Light- 
ning Tournament in Japan. Peng 
managed a 7 point victory to 
move into the semi-finals. The 
second round also featured the 
tournament's quickest game: 
Jimmy Cha versus former 
Canadian Champion Sung Hwa 
Hong got into a frenzy playing 74 
moves in about ten minutes total 
time with Mr. Hong resigning 
after an exciting and furious 
semeai. 

Another exciting game came in 
the third round between Ron 
Snyder and Michael Redmond. 
Ron won the draw for color and 
selected White! (How many chan- 
ces does one get to play White 
against a professional?) Whatever 
his reasoning, Ron played superb- 
ly, losing by only 51/2 points. 
(Watch for this game, along with 
several others, in an upcoming 
issue.) 

Zhu-jiu Jiang, the Chinese 9- 
dan who beat several of the 
world’s top players in the NEC 
Super Go Series, has been on ex- 
tended visit to San Francisco for 
several months. He was scheduled 
to provide commentary on the 
final playoff, but in addition he 
showed up at the beginning of the 
tournament and reviewed many 
games for interested on-lookers. 
At one point, as he and Jimmy 


Cha reviewed a game, they began 
playing a game of their own, then 
returned to the review. Another 
break found Jiang, Cha, and Red- 
mond, reviewing Jimmy’s Fujitsu 
match-up with Nei Wei-ping. 
Jimmy also fascinated contestants 
and observers with tsume-go 
problems during breaks. 

A banquet celebration was 
held for the players on Sunday 
night at the Celadon restaurant in 
Chinatown. Deputy Mayor James 
Ho of San Francisco came and 
presented a declaration from 
Mayor Art Agnos to Mr. Kato 
thanking Fujitsu and the Nihon Ki- 
in for sponsoring go events in the 
US. The mayor pledged San 
Francisco’s continued assistance 
in promoting go and he spoke of 
his wish that go programs can be 
introduced into San Francisco’s 
public school system. 

After the banquet Mr. Jiang 
returned to the hotel and played a 
two stone teaching game with 
Joseph Wang. Wang had a good 
opening and hung on to obtain a 7 
point victory! 

Ishi Press also sponsored a one- 
day tournament, held on Sunday, 
also at the St. Francis. Hongsoo 
Shin came away with first prize in 
the open section. 

It was quite an honor to meet 
the parents of our super-star and 
thank them for the tremendous 
sacrifice they made by encourag- 
ing Michael to leave home and 
pursue a career many thousands 
of miles from home. Perhaps their 
presence gave Michael a little bit 
of a home town advantage! 


... con't on p. 38 
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THE 1991 FUJITSU GAMES 


The Deciding Game 


Black: Jimmy Cha 4-Dan 


White: Michael Redmond 7-Dan 


comments by Zhu-Jiu Jiang 9-Dan and the players 
transcribed by Phil Straus 


Game Record 1 (1-48) 

ZJ: 14 in the game is 
gote. I like Diagram 1. 
It is sente. 

MR: It’s impossible 
to say which is better. 

ZJ: You see a move 
at 28 instead of 16 in 
pro games sometimes, 
but 16 is coming back 
into favor. 

MR: In this opening, 
16 is the most common; 
it’s the best in my 
opinion. The spacing 
with the White wall is 
best. White ends in 
sente and doesn’t leave 
Black any effective 
moves. White 1 in 
Diagram 2 is too wide 
for safety. 

ZJ: 30 is intended to 
prevent 37. If White 
had played 16 as in 
Diagram 2, he would 
need another stone. 

MR: | also con- 
sidered playing 30 on 
the third line at c. Since 
my game was influence 
oriented, I stayed on 
the fourth line. 

ZJ: By 46, | would 
take White’s position. 
47 is an all-or-nothing 
move. 
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MR: After the cut at 32 
and 34, play up to 46 is 
forced. 47 is troublesome. It 
is safe because White’s wall 
is a bit flimsy. 

JC: I wanted an attack 
move. Maybe that is just my 
style. 


L¢ 
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MR: Because of my thin- 


ness, I chose to play thickly 
in the center. 

JC: After 48 Black might 
have a ko at 58. 

MR: If Black played 49 
near 6, he would build 
White’s thickness and fall 
behind. 

MR: 50 at 54 would 
make more sense—it would 
be continuous with the outline of 
my moyo. 

JC: also thought of 50 at a, 
but only after Black played 51. 


JAMES KERWIN 
Professional 1-dan 


Improve your play with 
lessons by computer 
(IBM or Mac) 


e Game commentary — 
$15 Analysis of three 
worst moves: pointers on 
fighting and tactics 


e Teaching game—S$40 
e Questions answered— 
$40/hr 


e In person: "Have dan, will 
travel'—S120/day plus ex- 
penses 


4243 Harriet Ave. S 
Minneapolis, MN 55409 
(612) 822-9513 


Diagram 2 


A problem: What is wrong 
with Black 59 at b in the Game 
Record? 


Smart 


Game 
Board 


“Your program is a superb tool 

for go analysis. It cuts the work 
involved to a minimum.” 

James Kerwin, 

professional 1-dan 


Reviewed in AGJ Spring 1988. 
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Swiss Explorer - $79 


Winner of 19*19 Computer Go 
at the First Computer Olympiad 
in London, August 1989. 
Includes Smart Game Board. 
Anders Kierulf e-mail: 
Informatik, ETH kierulf@ 
CH-8092 Zurich _ inf.ethz.ch 
Switzerland 
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Answer: Bad shape 
for Black. 

Game Record 2 (49-100) 

ZJ: 60 is a good 
move. 

JC: 65 is also good. 
White’s capture on the 
side is too small. Note 
the cutting points. Con- 
necting to the right of 
59 is the normal move, 
but here it is not good 
enough. 

ZJ: 67 is a sticky 
move. He wants to do 
something here. If I 
were Black I, too, 
would want 67. 

ZJ: At 68, the usual 
thing is to capture 65, 
not play the ko. 

JC: I should have 
played at 70. 

MR: Normally 69 
would be the losing 
move but since Black 
has a territorial lead, 
Black still has pos- 
sibilities. But playing at 
70 would have given 
him the lead. 

MR: Black thought 
he would extend from 
65 as a ko threat: a 
simple oversight, un- 
characteristic of Jimmy. 

ZJ: 74 is the vital 
point for both sides, but 
I would like to get 75. 
When White played 74, 
he had already planned 
the rest of his moves. 
My first thought was to 
play at a. 
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MR: My weakness 
at 75 was still haunting 
me, but if I wanted to 
strengthen my wall I 
would have played at 
77.1 chose 74 by feel. 
As it turned out, it was 
not the best point. I 
think c looks better. I 
underestimated the 
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weakness. 
JC: Diagram 4 is OTT a 
probably better than +4 > 
the actual 79. od Y © 
Both JC and MR: | Teo oS 
Even after Black 3 and tt +O°e@f a 
White 4, 1 in Diagram 4 
instead of 81 would still Diagram 5 
be trouble for White. 
MR: 85 seems like a 95. He is erasing White’s center more effi- 
tesuji but the sequence ciently. 
that follows is not satis- MR: The capture in the center makes up 
factory for Black. for the loss in the moyo. At this point I was 
MR: I expected beginning to feel confident, though I hadn’t 
Diagram 5 instead of won yet. 


Star of Poland is not pretty 


Star of Poland is not cheap sx 


Star of Poland is not friendly 


But when it comes to playing Go... 


Star of Poland is the strongest 
Order Now $79 (718) 398-3838 


Free Demo Version, One-year free upgrade, IBM clones only 
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Game Record 3 ee) rae 
MR: The trouble with 


101 is that the White se- 
quence is easy. Diagram 6 is 
much better for Black than 
the actual game. 115 in the 
Game Record is also a pos- 
sibility. White can then play 
at aor b. 

ZJ: After 104, I would 
rather be White. 

MR: If Black tries 107 at 
c, White will play at 107. 
There is bad aji in the 
corner, but it’s hard to 
specify it yet. 

MR: The idea of 108 is to 
get rid of Black’s potential 
with sente. White would 
like to play d, but then Black gets c. 

MR: I expected Diagram 7 instead of 109. I 
hadn’t decided whether to play a or b next. 

MR: 111 is small, there are lots of bigger points. 
If B118-W117-Be, 111 would be the worst place for 
Black to have a stone. 

MR: 113 is necessary. Otherwise the two stones 
are in the wrong place. 

MR: After 120 Black would like something like Diagram 6 
Diagram 8, but White won't play this way. 
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Diagram 7 
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MR: Diagram 9 gives 
White a good endgame se- 
quence in the corner. 

MR: By 122, I already 
believed I had a won game. 
But 123 sealed Black’s loss. 
He had to hane at 124. 6 

MR: 129 would be better 
at 132. 

Game Record 4 (151-200) S'S's 

ZJ: At 165 Black missed a 
chance at 188. 

MR: Instead of 164, the 
tsuke at 165 would have 
been more severe, but I 
probably would have won 
anyway. 

Game Record 5 ((201-252) 

MR: This was a difficult a 


endgame because the center OC 
; BD +/endgue 
waswideopen. ited, (LSOOLOLOO® 
ubsequent moves omitted. || Wor 
White wins by 10 1/2 points. 
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GO PROVERBS FROM THE REAL WORLD 


Measure twice, cut once. 
= I a 
Ow 76 Old carpenter’s saw 


11 


Diagram 9 submitted by Bill Saltman 
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TEACHING GO TO CHILDREN 
All We Need Is You 


by Peter Freedman 2-dan 


It’s long been said that the key to building go in the US is in teaching 
children to play. Not until the past few months did it become clear to me 
how achievable this goal is. 

My lesson in these possibilities began when a student at a local 
elementary school here in Portland (OR), having learned go from her 15- 
kyu father, came to a local tournament and was given a playing set as a 
prize. She took it to school and other children became interested. A 
teacher at the school, the sponsor of the school chess club, talked to her 
dad, and he and I agreed to teach the game. 

It should be easy to obtain entry to most schools to teach. Many 
schools have chess clubs, and the sponsor is often willing to do the mini- 
mal work necessary to expose the club to a new game of skill. Often 
sponsors have heard of go and are interested in it themselves. If any of 
your friends are teachers, they might do you the favor — a few flyers, ar- 
ranging a room, and you're in! 

For equipment, we made computer-generated boards and stones, 
which we pasted on cardboard and cut out. This way each student could 
take a set home. 

We scheduled a meeting for 8:15 AM, before classes, and the sponsor 
sent out an announcement. Twelve children, mostly third and fourth 
graders, responded. The following week the day was changed but an- 
nounced only by loudspeaker. Three children came. The third week an 
announcement was sent home, and seventeen children showed up -in 
Portland, this would be a good-sized tournament! Most of them were dif- 
ferent from the original twelve. 


What I’ve learned so far: 


* Take attendance each time, getting the name and grade of everyone 
who shows up. This list becomes a tool for potential follow-up. 


Children will come out of curiosity, to learn something new. Go is a 
low profile event, so announcements should be sent out each week for 
the first three or four weeks. This gives you the best chance of meeting 
any kids who might be interested. 


Plan things out with your sponsoring teacher — times, publicity, 
space. Do as much as you can yourself, but consult your sponsor. 
(S)he must feel ownership if the program is going to survive, and will 
know your audience. 


Your strength is not really important. If you know the rules, you can 
teach - 15 kyu is strong enough. Youngsters who show interest and/or 
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talent can be introduced later to the local club and stronger players for 
tutoring. 
* What is important is your energy, enthusiasm, and desire to work 
with children. 
It really is possible to introduce go on a widespread basis to children 


in schools. Only time, energy and a bit of equipment are required .. . 
all we need is you. 


What I think so far: 


Put go in context. When I mentioned that the game is 4000 years old, I 
got lots of oohs and aahs. Tie it to samurai, or otherwise connect with 
chilren’s fertile imaginations. 


* Do the rules fast and get your students playing. Your air time is 
limited - use it well. Involve students in your teaching. Each time you 
explain something, show an example, and ask someone to show you 
the answer. A magnetic teaching board isn’t a must, but it is a great 
tool. (Many school music departments have a device that holds five 
pieces of chalk, for writing music staffs on the board. They work equal- 
ly well for making a 9x9 demonstration board in four strokes.-Ed.) 


Use small boards. 9x9 is probably best. 


Engage with your audience. 


Start each class with a problem or two but no more. How many stones 
are in atari in this picture? (The edge of the board will present 
problems.) How many points does each player have in this completed 
game? (I’m teaching with Japanese rules and the end of the game is 
not always obvious to my pupils. It seems to me that the Chinese rules 
are more elegant, and require no explanation.) 


OK! Go to it! And don’t forget to share your experiences. 


FAMOUS WESTERN GO PLAYERS 


Go is obscure in the West, but by using cryptomorphological techni- 
ques—the scientific study of slight alterations of spelling—the 
AGJournal has concluded that anumber of prominent Westerners either 
play go or would find it strangely fascinating if they did: 


Sente Claus 
Meryl Peep 
Rin Redgrave 
Dango Reinhardt 
Aji Nelson 
Hoshi Carmichael 
Ko Porter 
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LIFE AND DEATH FROM A TO Z 


by Yi-lun Yang pro 6-dan 
Instructor, The American Go Institute 
translated by Chen Dao-lin 


Problem V: Black To Play, mid-level 


At first glance, life seems easy for the "V" shaped formation. Actually, 
White’s encircling stones are quite strong, and it is not easy for Black to 
make life. 


Problem W: White To Play, mid-level 


Black’s "W" shaped formation 
has plenty of eye shape. It seems im- 
possible to kill. But is this really 
true? Don’t miss any chance to at- 
tack. 


Problem X: Black To Play, High 
Level 


There is not even one eye for the 
"X" shaped Black stones, it seems 
hopeless. But calmly examining the 
situation, there seems to be a road to 
life. 


(Answers on p. 37.) 
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 Jim’s Journal 


by James Kerwin pro 1-Dan 


How To Use Power 
One thing I’ve noticed 


repeatedly inthe gamesof [|] [[]]]] [1] 1] 1] 


amateur players is uncer- 
tainty about how to use 


be) 


3 


ge 


=e 
OG 


36 
a 


power. I'd like to spend the HEDGE?) 
next couple of articles on DHE 
this topic. I won’t be worry- Hes 


ing too much about where 
to play in any situation. In- 
stead I'll discuss what plan 
you should adopt and what 
profit you should try for. 

The first game is another 
one from the Sixth Go Con- 
gress. White has just played 
40, and it’s Black’s turn. 
Take a moment to decide PTTL LT PEELE ELELL 
where you would play, and 
what your plan would be. Game One: 1-40 

You probably know, or 
have heard, that the best way to use power is to attack, and that you 
shouldn’t use power to make territory. These statments are true, and are 
the fundamental principles you should use in choosing a plan. 

In some cases it takes some adroit play to induce your opponent to 
make a weak group for you to attack, but in this case White has volun- 
teered. He has kindly placed a weak stone right next to your power. OK, 
we are all thinking about attacking now, and no one will settle for 
making territory. But how to attack? 


|| 
TTT TTT TT Tat le 


XANADU Bookstore 


All English Language Go Books In Print 
10% Discount to AGA members 


7235 WINCHESTER 
MEMPHIS, TN 38125 
(901) 757-9885 
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The right plan here, and 
in almost every case, is to 
block the exit. You are 
happy to fight in your area 
of strength, and you don’t 
want your opponent to get 
out easily. Black 1 in the 
solution diagram is correct. 
Now when his exit is block- 
ed, you can’t expect your 
opponent to resign. He will 
fight, trying to live. Usually 
you can expect to see a con- 


oe 


ZOO 
vee 


— 
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tact play, like 2. What is Litt ts 

your next step? ry Pe 
The key point is not to Ed 

help your opponent out. 

Make him do all the work Game One: Solution 


himself. You must resist the 
impulse to increase your territory if it means helping him live. In 
response to 2, Black 3 gives nothing away. You might be tempted to play 
6, but that gives White the cross cut at 6 and a lot of forcing moves. 

Now let’s stop and think for a second. Are we trying to kill the op- 
ponent? There are cases where it is imperative to kill the opponent, but 
usually it is not important. It is important to make him sweat, not to let 
him live easily. Beyond that you will be glad to help him die, but you 
shouldn't take a risk to kill him. 

White 4 is an attempt to 


make some kind of shape, FEE EEE HEH 
and Black 5 takes a key a 
point and destroys White’s an.4n8 
eye shape. Black answers a€ et He 


White 6 simply with 7, not 
helping White. White will 
continue to struggle, and 
may live although he will 
probably die. 

If White lives where will 
Black’s profits be? First, . 
Black will convert part of | 
the area into his territory. < Dae) /3EEEh40 
Second, he willcreatenew & Bee TP Tb lel 
power in the center. Third, Se CeG6 STOTT Te Te 
even if White lives he will De 
only get two eyes, not ter- 
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Game Two: 1-82 
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ritory. Black will get enough to be satisfied. 

Let me summarize. When attacking a weak stone or group near your 
power, you first block the exit, keeping the weak group contained near 
your power. Second don’t help your opponent out, make him do all the 
work himself. Third, don’t go for territory but focus on making the op- 
ponent sweat. You will be glad to see him die, but don’t get too caught 
up in trying to kill him. Fourth, build outside power while your op- 
ponent is thrashing around. 

Game Two is also from the Congress. White 78 is a terrible move, 
giving Black a juicy target right next to Black’s power. Black 79 and 81 
are good. Where should Black 
play next? SEERAEEREE RSE 

You want to block the 
opponent's exit. 1 in Dia. 1 is the 
natural way to pen White in. 
After Black 9, Black can cut at 10 
or 11, and White can’t escape. 
This variation may scare some 
players, because White will try 
to create a capturing race 
against Black 3 and 9, or against 
Black’s center left group. Black 
need not worry, but let’s keep 
looking for an easier way. 

White's left side group is 
weak, so Black can force against 
it first, and then take White. Diagram 1 
Black can turn at 1 in Diagram 2, 
threatening to kill White’s left 
side stones. White will play 2 to 
live, and now Black shouldn’t 
be concerned about being dis- 
connected. In this case White’s 
play was so outrageous that it is 
correct to go for a kill. The prin- 
ciple is valid however. Even if 
White could find a way to live 
Black would come out with all 
the profit. Black has one more 
way to combine threats against 
the left side and center stones. 
This third way is the most 
elegant. See if you can find it. 
(Answer on p. 38.) 
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Instant Go 


Bree, Chapter 10 -- BREAKOUT 
ikoxs 

INSTANT as by Bruce Wilcox 

\ Se ‘Tia! Copyright 1990 - all rights reserved 


Ten years ago, the AGA published its most popular series ever, "Instant 
Go." The series described a new approach to playing Go by combining 
simple perceptions and rules of thumb. Nine previous chapters can be 
ordered as back issues from the AGA or as reprints from Toyogo, Inc. 


Overview 


BreakOut is a method for smashing your way out of containment 
with minimal tactical reading. SkipOut is a simple BreakOut technique 
along the edge. When SkipOut isn’t available, BreakOut consists of 3 
steps: Hack, Slash, Smash. 

Instant Go techniques are conscious ones. As soon as you become 
enclosed you should say to yourself, "I am enclosed. I am starting Break- 
Out. BreakOut consists of Hack, Slash, Smash." Continue each turn with 
the thought, "I am still in BreakOut doing the xx phase," until you suc- 
ceed or fail. Using the labels reminds you of your goal and the steps of 
the technique so you don’t get distracted. If BreakOut fails, the next tech- 
nique to try is MakeLife. 


Original Child’s Verse Revised Instant Go Verse 
Hack, Slash, Cut the corpse Hack, Slash, Smash the stones 
There’s got to be a reason. And BreakOut is the reason. 
Phew! How that body smells, Listen to the sounds of moans 

It must be out of season. White must not find it pleasin’. 


BreakOut’s Place Within Instant Go 


If you have a weak group that ran (Chapter 6--Running) because it 
was inside an enemy Sector Line (Chapter 1--Sector Fights) but the 
group got enclosed anyway, then you should switch to BreakOut (this 
chapter). If BreakOut fails to work, then you should make two eyes 
(Chapter 8--Life and Deathy. 

Chapter One--Sector Fights--reviewed: The primary strategic rule of 
Instant Go as espoused in Chapter 1 is DON’T GET ENCLOSED. Sector 
Lines are imaginary lines between one side’s stones. If your weak group 
is within an enemy sector line, it’s time to run to safety. If your group is 
not within a sector line, it is temporarily safe. 
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Diagram 1: Black’s group is within the marked 
White sector line, and Black should run, e.g. to a. If 
you fail to run, your group may become walled off 
from the open areas of the board by enemy stones 
and linkages (enclosed). This is a major strategic dis- 
advantage. White a encloses Black after he fails to 
run. 

Avoiding enclosure is desirable, but if your op- 
ponent wants to, he can almost always enclose you Diagram 1 
by overplaying his stones. What do you do then? 

You should either give up playing Go and switch to a peaceful arcade 
game (1), or. . . initiate BreakOut (2). 


BreakOut: noun. 
1. A popular arcade game of the 1980's 


2. An Instant Go survival technique 


GOAL: The goal of BreakOut (2) is either to pierce his containment of 
your stones to regain access to the open board, or 
to capture some of his surrounding wall if he 
resists letting you out. Capture either gets you 
out, or gives you eyes. 

SkipOut: The simplest BreakOut technique is 
SkipOut. If your stones are adjacent to an edge 


link and undercut it, you might play past his 
linkage, knowing he can’t cut you off. Once you Diagram 2 
do, you’re out and that’s it. 

In Diagram 2, White is enclosed by the marked Black links and 
should just SkipOut to a. He cannot be cut off. White has actually been 
enclosed for several moves, but was too weak to skip earlier so he has 
been responding with Contact Fight technique (see Chapter 2--Contact 
Fights). 

P.S. Stronger players among you may protest that White 6 is not the 
joseki and should be a skip move one intersection to the right. Instant Go 
is after easy playability, not perfection. Unless you are stronger than 3- 
Dan, you probably don’t understand the joseki anyway and I would fry 
you if you tried it against me. 

Returning to Diagram 1: of course, Black should run. If he runs toa, 
White could still enclose him at b, but it would be an overplay. 


Enclosure Reasonableness Test 


As soon as you become enclosed, locate the linkages containing your 
stones. If you can just SkipOut across an edge link, do that. Otherwise, if 
at least one of the linkages is a large stone-stone linkage (double skip or 
large knight’s move), then you should try BreakOut. If none of the links 
is large, BreakOut may not succeed, but you can try it anyway. 
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STEPS: The steps of BreakOut are HACK, SLASH, SMASH. 


1) HACK: Play stones on the enclosing linkages. 
Each time, the opponent must defend the linkage or 
let you escape. HACKing creates defects. 

In Diagram 3, HACKing creates defects at a and 
b. From here the situation is obviously hopeless for 
White, since Black has two double-atari moves to 
capture his way out of containment. 

The above example illustrates several HACKing 
rules. These are: 


Diagram 3 


a) Only attack stone-stone linkages. With edge 
linkages he can just drop back and reform a new one, so you can’t suc- 
ceed unless SkipOut works. In the above example SkipOut doesn’t work 
since Black is not next to an edge link. Therefore, Black makes no move 
against the edge links around him. 


b) Play the most connected moves first. This keeps things simple as 
long as possible. Normal order is: in-line, full diagonal, half-diagonal, 
and then unpeeped single skips. Other moves have insufficient connec- 
tivity and shouldn’t be played. In the example above, Black 1 (in-line) 
should not be moved to White 6 (diagonal). 


c) Avoid making an empty triangle. The shape of three 
Black stones with the marked point empty in Diagram 4 is an 
empty triangle and is inefficient (Chapter 7—Shapes). If 
White had a stone on the marked point, the triangle would be 
filled, not empty. Filled triangles are acceptable. 

In Diagram 3, Black 5 would normally be played as an in- 
line move at White 6. But that would create an empty triangle and 
White’s stones would be much stronger. Black 5 avoids the empty tri- 
angle by playing a half-open diagonal. (White occupies one of the 
diagonal linkage points before Black 5 is played). White 6 then completes 
cutting off Black 5, but White’s position becomes much weaker. 

IMPORTANT: Be aware that all BreakOut moves by Black are poten- 
tial sacrifice moves. Don’t save them. They weren’t there before, and 
were played ONLY to help Black’s preexisting enclosed stones. Thus, 
bite your fingers and don’t try to save Black 5 after White cuts it off with 
White 6. Saving BreakOut stones is NOT important. 

NOTE: Each HACKing niove threatens to escape if not resisted, so 
you will be able to play all of them. Playing all of them is not optimal, 
but Instant Go is not about optimal. Instant Go seeks an easy 80% move 
that requires minimal tactical lookahead. At higher levels of play, Instant 
Go provides an analytic framework for finding the 100% move using 
lookahead, and understanding the risks. 

The last rule is: 


Diagram 4 
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d) Attack only linkages you can cross if he fails to respond, or you 
can cut if he does respond. 

In Diagram 5, moves at a and c at- 
tack diagonal linkages and cannot go 
anywhere. Moves b and d attack ab- 
solute connections and when the op- 
ponent defends, nothing is 
accomplished. e may or may not be 
possible, depending on the results of 
a ladder occurring after White LS 
defends and Black cuts. f is a cuttable pt 
linkage. Mind you, you can’t expect Diagram 5 
to succeed at BreakOut in this ex- 
ample since there are no large linkages. The point is to know where to 
try. 

(2) SLASH: Your HACKing moves will create a number of cutting 
weaknesses in his position. In step two, you cut (SLASH) on them. 

Our original example of HACKing in Diagram 3 left us in an easy 
situation with no need to choose the order of cutting. Either a or b works 
immediately. But normally there is a correct order of play. 


a) Cut to create weaknesses. Create the weakest enemy strings pos- 
sible, as soon as possible. Cut-atari moves have highest priority, fol- 
lowed by other cuts leading to low-liberty strings. 


b) Don’t make him capture. If he can respond by removing the other 
cutting stone, you have 
eines igi eaasa FERS TS CES SCE 

The situation in 
Diagram 6 arose when 
Black tried to run, but 


the quest. Enclosing any- 
thing that moves is a 
common White techni- 
que in handicap games. Diagram 6 

Black is not fully 

enclosed. He could run out the right side. But White could just dump a 
wall around him again, and Chapter 6 
(Running) tells us only to run out one side. 
Black should initiate BreakOut. 

Applying the HACK phase results in 
Diagram 7. Now, during the SLASH phase, 
the cut-atari of Black 1 takes first priority, 
followed by the only other cut in Diagram 8 |_| 
(next page). 


Diagram 7 
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WARNING: Don’t tactically read 
ahead. Otherwise you will be tempted to 
violate the sequence because you think you 
see a win. In Diagram 8, Black might be | 
tempted to switch Black 3 to a, seeing the rr Tees 
capture of White’s marked stone as in- 
evitable. In the process he may miss better 
lines of play. 

Black could be in for a hard time in 
Diagram 9. He is surrounded, encloses no 
territory, and is undercut from both sides. 
There are four enclosing linkages to choose 
from (with the two edge linkages excluded). 
Moves at @ are in-line from his stones, and 
should, therefore, be first. 

If Black plays HACKs in the prescribed 
order, the situation in Diagram 10 would 
result. (The order of Black 1 and Black 3 may 
be reversed.) The HACKs have created a num- Diagram 9 
ber of cutting weaknesses in White’s position 
(marked with letters), which will be ex- 
ploited during SLASH. Considering the 
liberty counts on the enemy strings after 
each cut is played, the values are as fol- 
lows: a:4/1 b:1/1 c:3/2 d:2/1 e:3/1 f: 
3/2. Trying to minimize the values to cre- 
ate the weakest targets, b is clearly first, and 
a is last. 

Moves at c and d are pointless since 
White captures the ataried Black 11 stone to 
regain connection. f is also worthless since 
White can atari and capture Black 7 and 
Black 9. Obviously, Black will need to save 
his stones before trying these cuts. 

But saving stones is not a part of HACK 
or SLASH, and is prohibited. Players 
tempted from the true path of BreakOut 
will face Diagram 11, where things get 
worse for Black. 5 Diagram 11 

That leaves e in the diagram above, 
which will cause White to capture Black 11 and then Black will have to 
save Black 7 and Black 9 or the cut is meaningless. This saving move is 
not allowed in BreakOut. Black must enter the SMASH phase on his 
turn, to hope to attack White successfully. 

Even though Black can double-atari White as in Diagram 12, he can- 
not escape with every stone and must accept some sacrifice line. The 
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problem is that White can push with 
White 2 and Black cannot keep connected. 
Black captures two stones but gives up 
six. This is not bad, given how awful a 
time he would have had living inside. 

An understanding of sacrifice would 
lead to the improved result in Diagram 
13. With Black moves all threatening to 
reconnect to his cut-off stones, White has 
no choice but to respond as shown. 

(3) SMASH: If your opponent con- 
tinues to resist, you must now find a cur- 
rently enclosed target and try to 
capture it. This is the toughest 


aeeSa7 a 
phase, but the most costly one for [ [ [| [| ‘er 


your opponent to lose. Untilnow, | [ | | [4 
he could have backed down at mini- 
mal cost. During SMASH, however, OE 
he risks major damage. Feel free to | | aS) 
read out the tactics of SMASH as (ITT leo 
much as you can. | | | [| cs | | 

There is a good chance you 
wort get to the SMASH phase. 
When your opponent first enclosed 
you, he was probably bluffing and assumed you would misplay early 
on. Even if you can’t read ahead what will happen, he probably can. He 
may well fear you will stumble into a kill if pushed hard enough. Thus, 
if you play well in the initial phases following BreakOut rules, he may 
well back down from his unreasonable play. If not... 


on 


Diagram 13 


a) Attack only enclosed targets: Of all of the strings enclosing you, 
one or more of them must be enclosed at present. These are the only pos- 
sible targets. If you have to spend time enclosing a target, he has too 
much time and too many options and you will lose the fight. 


b) Keep the target tightly restricted: Prevent it gaining liberties and 
territory quickly. Slides are an important move to block. (A slide is a 
small or large knight’s move played parallel to the edge moving froma 
higher line to a lower one.) 


c) Reinforce your weakness: You are not trying to kill him. Don’t 
take risks. When things are equal, attack from the side of the stones you 
are defending. Even if you don’t kill him, your moves will reinforce your 
group and make it easier for you to live. 


d) Stop quickly: If he has made some territory and you aren’t sure 
you could kill him if he fails to respond, stop trying to SMASH. Switch 
to MakeLife while you still have the initiative. 


NUMBER 4 25 FALL 1990 


In Diagram 14 (continuing from 


Diagram 8), Black uses simple tactics 


to keep things calm. He attacks the 
only enclosed target. Black 4 seals the 
only way out while forcing White to 
fill in with White 5. Black 6 restricts 
White from sliding. It cannot be 
played one line higher because that 


“s 
ae 


would form an empty triangle. Black 8 


and Black 10 keep the pressure on Diagram 14 (5 fills left of 1) 


White. Black 12 is Black’s last attacking 

move. After White 13, Black can no longer 
threaten to kill White, so Black will now shift to 
making life. 

If Black is confident in his tactical reading, he 
can crush White as shown in Diagram 15. After 
Black 14, the White target has only four liberties. 
If White does not fill liberties on Black’s sur- 
rounding stones immediately, he will lose a race 
to capture. But White 7 and White 11 can be lad- 
dered to death and need defense before White 
can fill Black liberties. 

Even if Black avoids all reading and gets cut 
off as in Diagram 16, his position is better. White 
weakly captures a couple of stones (they can still 
run right). Black gets a large corner, strong out- 
side influence, and a super-safe corner group. 
Black can also revive his remaining outside 
marked cutting stone and isolate two more white 
stones in a large Black area. 


Turn the page for more examples... 


Diagram 15 
(5 fills left of 1) 


Diagram 16 


BY HASKELL SMALL 


game while the music plays. 


$20 VHS ONLY 


Haskell Small 
3220 44th St. NW 
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A Game Of Go 


A muscial setting of one of Shusaku’s most famous 
games that has been performed at Carnegie Hall and in 
China. This specially prepared videotape shows the 


Washington DC 20016 
ee ee 
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Introducing ... 
NEMESIS® Deluxe 


Combines Version 4 of Go Master + 
Joseki Genius + Tactical Wizard 
for Macintosh & IBM PC 


1989 World Computer 


Go winner- second place, 
beat all US, Japanese and 
Chinese programs 


" ,..without question one of the most 
extraordinary automated aids to Go 
instruction..." "...an improvement over 
learning the game from books or from 
all but the most patient humans, and 
with the addition of the Joseki Tutor 
[now Joseki Genius], NEMESIS 
should become a standard introduction 
to the game." MacWorld 6'89 


"For a tool that is helpful in getting the 
upper hand in life & death situations, 
the only thing more successful than 
Tactical Wizard is cheating." 

PC Owner #7021 


1989 Chaos Manor Users' 
Choice Award Byte 4/90 


Instant Go™ by Wilcox 


"I believe I became two-rank better in 
kyu ‘Instantly’. | am playing with a 
confidence now. My only regret is that I 
did not buy it sooner." 

Vancouver, BC Canada 


“an incredible sequence of articles. 
This sort of ‘radical’ thinking breathes 
life into positional analysis as opposed 
to the more standard (classical) 
approach seen frequently in Go World 
and in all chess periodicals/ 
publications. I can stay awake reading 
the stuff Bruce writes!" Palo Alto, CA 


Instant Go is a radical departure in the 
theory of go. It takes a sweeping, 
thematic approach to the game and is 
predicated on the idea that by changing 
your basic understanding of the game, 
you can improve instantly. 


NEMESIS T-Shirt - 100% 
cotton with the NEMESIS logo on front 
and go instructions on back. Teach go 
every time you stand still - in theater 
queues, in the supermarket, at bus 
stops, in the police lineup. 

Colors: Blue, White, Yellow, Peach, 
Aqua, Gray Sizes: S, M, L, XL 


Toyogo, Inc. 
P. O. Box F, Dept. A, Kaneohe, HI 96744 
(800) TOYOGO-9 


(808) 254-1166 


fax: (808) 254-6807 


$79 Go Master $59 Tactical Wizard $49 Joseki Genius 


$169 NEMESIS Deluxe S&H: $6.50 U.S., $13 Foreign 


$25 InstantGo $12 T-Shirts S&H: Foreign $3 per item 
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MORE EXAMPLES 


Diagram 17 shows another obnoxious attempt by White to bam- 
boozle Black by throwing up a bluff containment. 


of 
il 
CT 
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Diagram 17 


HACKing in correct order is 
shown in Diagram 18, yielding 
four cut points (marked a to d). Of 
these, only two cuts are accept- 
able. d is best and a is second. 
Count the enemy’s liberties. b and 
c fail when White just captures a 


stone. | | a5 on 
After SLASHing with Black 18 ar fl Di ll 


and Black 20 in Diagram 19, Black 
has only one target, White 15 and 
its companions from the previous diagram. To kill it, Black must first 
save a stone with Black 22, and then keep the White stones from sliding 
with Black 24. Black 30 is played to force White to fill in eyespace with 
White 31. White captures Black 30 and dies with only one eye. Later on, 
Black 20 will be another thorn for White to worry about. 

Look at Diagram 20—yet another outrageous White attack! Can 
BreakOut do the job here? Let’s take a look. 

After HACKing with 
Black 10 and Black 12 in 
Diagram 21, Black 
SLASHes with Black 14. 
The other SLASH at e in- 
volves the same liberty 3 
counts, but Black 14 a 
encloses White and e ShLaneid 
doesn’t. Now White is SRE eRE 
pickled. To defend [| ZEER 
White 13 and the White Diagram 20 
stone connected to it, White can atach at a, 
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Diagram 19 
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slide to b, or atari at c to try to get 
out. c doesn’t work, because after 
Black at d, White must defend 
two stones at e and Black reseals 
with f. 

White struggles with White 15 
and White 19 in Diagram 22 but 
Black keeps White tightly con- 
tained, and after White 27, Black 
can play a in the center of the 
dead shape of 5 (Chapter 8--Life 
and Death), and White cannot sur- 
vive. Even if White could survive, 
Black would have a secure corner, 


and could now make easy life for 6 
his other group. f oF ened 
2 


Diagram 22 


more from the mind of Bruce Wilcox... 
INSTANT GO: The Original Series—$25 


Published in these pages from 1977-1979, This 9-part series has 
proven to be the most popular we have ever printed. Order 
from the AGA fo get all nine back issues (1 issue is out of print 
and comes photocopied), or from Toyogo to receive 
photocopies of the series only. 


INSTANT GO STARTER KIT—S5 


New! Wilcox’s ideas for the complete beginner. 36 power- 
packed pages from the man who put the complete rules of 
go on the back of a T-shirt. 


Both items are available from the AGA, PO Box 397 Old 
Chelsea Station, New York, NY 10113-0397, or from Toyogo 
(see ad previous page). Other NEMESIS products are avail- 
able only from Toyogo. 
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“Laser, Truth, Kids” 


Bruce Wilcox, 5 Dan 
inspired by Roy Laird 


After my Great Wall opening (not to be confused with the Chinese opening) fired 
the Korean imagination during our Korean tour in 1989, Roy wanted to interview 
me for the AG] but we never got around to it. 


So, Roy, I hereby interview myself on your behalf. 


Bruce Wilcox is known to Go players world-wide, both as a Go theorist 
(AGJ's Instant Go series--a revolutionary approach to playing Go), asa 
Go programmer (NEMESIS Go Master--the first successful Go pro- 
gram), and for Igo Dojo (Go School--the first handheld Go-playing 
toy). Let’s take a closer look at this unique American Go player, who 
astounded the Koreans with his successfully unorthodox opening 
strategy during the first US/Korea Friendship Baduk (Go) Matches. 


First, Bruce, how about a quick resume. 


I was born in Washington, D.C. (’51), graduated with a BA from the 
University of Michigan (’69--’72), and learned Go to create a Go pro- 
gram under a National Science Foundation grant (’72--79). I've 
worked with Ada compilers (’79--’84) and Artificial Intelligence (AT) 
('72--now). The rest is mere detail. Of course, details are what give 
life its flavor. 


A little too quick. How about an example of the details? 


My BA was in “Depersonalization and Individuality,” an interdis- 
ciplinary study (Psychology, Sociology, Education, Computer 
Science) of society’s mechanism to control individuals and the 
individual’s resources for fighting back. I devised this and 
“negotiated” its acceptance. That is, I deliberately flunked one 
semester, was suspended for two weeks, had the program approved 
and graduated in three years anyway. Nowadays, my degree is 
called “Organizational Development” or OD. I'ma competent anar- 
chist. 


OK, you’re od [sic]. What does “Laser, Truth, Kids” in the title 
mean? 


When I really want to learn about someone, I ask one of my questions 
designed to reveal insights quickly. My parody of the classic“... in 
250 or less” essay is “Summarize your life in three words or less.” I 
learn a lot both from the answer, and how the person responds to 
being asked the question. For myself: 
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Laser -- I see myself like a laser, capable of channeling immense ener- 
gy into a tight single focus. Sometimes I use so much energy so quick- 
ly that my body can’t keep up. I drink saturated solutions of sugar or 
eat a big meal and am still starving. Also, I’m technology-oriented. I 
look to the future, not the past. 


Truth -- I value truth and integrity. While I may not volunteer infor- 
mation, I don’t lie. I figure I can manage the consequences of telling 
the truth, so be careful what you ask me. Also, I seek out TRUTH, 
fundamental information describing some area. AI’s knowledge en- 
gineering entails this searching for TRUTH. I just naturally organize 
chaotic information into a unified whole. When I was asked to write a 
proposal, I didn’t just write a proposal. I wrote a proposal generator 
so the company I worked for didn’t have to write each proposal uni- 
quely. I generalize specifics. 


Kids -- I have an incredible affinity with children. While in college I 
worked at a nursery. I have two kids (a boy 6, a girl 5) that I love im- 
mensely. Also, [am very playful, like a child. Being a programmer, 
I'm very literal-minded. I’ve been known to “drop in” ona secretary. 
That means falling flat onto the floor in front of her desk. My staff is 
devoted to me because I make business fun. I invent games in adult 
situations, and engage other adults in them. When my wife asked me 
to beat some eggs, I put them in a bow] and pounded them with my 
fist. They weren’t the only things that cracked up. Definitely a low 
sense of humor. 


Let’s go back to Go. What about Toyogo and Crystalline Creations? 


In 1986 I decided to work on computer Go full-time again, so my wife 
Leslie and I formed Crystalline Creations, Inc. She did computer con- 
sulting and I programmed NEMESIS Go Master. In early 1987 we 
decided to build a handheld electronic Go player. This is a long story 
in itself. When it became clear we couldn't afford to create the toy 
ourselves, we founded Toyogo as a separate accounting entity for in- 
vestors. Nowadays, Crystalline does research and development for 
computer Go, and Toyogo handles commercialization, with an ex- 
clusive license from Crystalline. I am head of both. 


The name Crystalline Creations comes from concepts associated 
with crystals and creativity -- “distilled essence,” “beauty from or- 
ganization,” “bringing forth something out of nothing.” We view our 
programs as works of art. Our working style is realistic perfec- 
tionism. The name Toyogo is bilingual. In English Toy 0’ Go. In 
Japanese Toyo “Richness” or “Eastern” and Go. Since the Japanese 
like to use American corporate names (our distributors in Japan have 
been Bullet Proof Software and Something Good), we decided to play 
tit-for-tat and take a Japanese name. We like to tweak the Japanese by 
saying we’re “beating them at their own game, literally.” 
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Where do you see Crystalline and Toyogo going? 


Toyogo is acompany whose niche is commercial computer Go. It will 
not move into other games. If we’re successful, it will gross over $10 
million in five years. 


In 2nd quarter ’91, we will be releasing the NEMESIS Version 5 
upgrade, a significant enhancement over our current version. It will 
support modem play and commentary and annotation, including the 
ability to read the ISHI format for Go World on disk. We will also pro- 
vide a commentary service whereby people can send in game records 
in NEMESIS format on disk, and we will annotate them with the ap- 
plication of Instant Go to their game. 


We sell Joseki Genius with its interactive 1300 joseki dictionary. The 
eventual upgrade path for it will be to incorporate the Nihon Kiin’s 
$400 2-volume exhaustive dictionary with 20,000 diagrams. Other 
than the time involved in data entry, all other issues to doing so are 
mostly resolved. The Nihon Kiin would license it to us, and we can fit 
both volumes ona single 360K disk. 


Tactical Wizard, our interactive tactician, will be upgraded to handle 
many of the string capture tesuji, in addition to more life and death 
tesuji. Tactical Wizard should make life and death tactics books ob- 
solete and boring. 


Igo Dojo is our electronic player with Go Master, Joseki Tutor, and 
Tactical Wizard in a battery-operated handheld unit upgradeable 
with cartridges. 


Toyogo generates a stream of products specializing in aspects of Go. 
And, ten years from now, we envision a talking unit which can com- 
ment on your play and teach you Instant Go by example from your 
games against it. 


As for Crystalline, its charter is research in computer Go and Go 
theory, and to promote Go in the US. Since Go is so diffuse in the US, 
building critical mass takes publicity and constant access to Go. 
Speaking as a Go player and strategist, I think that commercial com- 
puter Go is the only hope for the US to make Go popular quickly. We 
can add lots of leverage that the AGA could never access by itself. 


By its commercial nature, Toyogo can and must bring Go to the con- 
sciousness of people constantly. We advertise in a lot of magazines, 
from computer magazines to American Scientist. Our products have 
been reviewed in MacWorld, Modern Electronics, the Wall Street Jour- 
nal, in Byte, InfoWorld, Computer Shopper, and MicroCornucopia, with 
many more reviews scheduled. We took several game-of-the-year 
awards for 1989. We were up there with Tetris, the leading fad game! 
Since we keep coming out with products, we can keep generating 
product-oriented publicity, which must first describe Go. The AGA, 
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having no products, cannot tap this publicity channel. Furthermore, 
computer Go provides access to playing Go everywhere much faster 
than any other way. All of our efforts aim at promoting Go. You've 
seen our fuseki (opening game), and its effect on AGA membership. 
But we are only just now entering mass distribution channels. Watch 
out for our middle game. 


Anything else? 


No, thanks. It’s embarrassing writing your own interview. Unless lec- 
turing on Go, I don’t talk much; I listen actively instead. I distill, i.e., 
have a lot, and reveal a concentrated little. I’ve already concentrated 
little enough here. Tell me, Roy: “If I promise not to ask you it, what 
question would you least like to be asked?” Roy? Leaving already? 


Postscript: Wilcox will present his entire Instant Go theory in a series of ten 
lectures at this years Go.Congress in Rochester, New York. Plans are also un- 
derway to produce the series in book form in time for this event as well. — Ed. 


TOP QUALITY 
EQUIPMENT 
FROM ALL OVER 
ASIA 


>Official Stones of Chinese 
Professional Team 


> Official Equipment of Ing 
Cup Int Go Tournament 
(Taiwan) 

>Japanese and Korean Equip- 


ment At Reduced Prices 
>Stones Made Of Gems 
>Handcrafted Equipment 
>Go Souvenirs/Rule Books 
>Electronic Go/Chess Clocks 
Yutopian Enterprises 
3571 Brookdale Dr. 
Santa Clara, CA 95051 
Phone: (408) 984-6250 
Fax: (408) 984-1256 


THE AMERICAN 
GO INSTITUTE 


Learn Go By Mail! 


Yi-lun Yang, the AGI’s resident 
pro offers a unique correspon- 
dence course; dozens of players 
are improving their strength in 
this way. Don’t be left out! Write: 


American Go Institute 
Box 1803 
Monterey Park, CA 
91754 
(213) 828-0478 
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Software Reviews 


Two new and welcome com- 
puter go products are now avail- 
able... both designed to let you 
play more go wherever and when- 
ever you choose: TOYOGO’s 
hand-held version of NEMESIS, 
the NEMESIS Igo Dojo, and Home- 
Planet Software’s Go Anywhere, a 
spiffy go-by-modem interface for 
the IBM PC. 


“And Now For Something 
Completely Different...” 


The NEMESIS Igo Dojo is some- 
thing entirely new in the world of 
computer go: a totally stand- 
alone, go-playing computer sys- 
tem. At5.25" x 9" x 1.5", it isn’t 
quite pocket sized, but fits easily 
in a briefcase, handbag or back- 
pack. It weighs just 1.25 Ibs., not 
including batteries (6 AA cells re- 
quired). There is also an optional 
AC adapter for direct power. 

The Igo Dojo comes with the 
full range of NEMESIS software: 
NEMESIS itself, plus TOYOGO’s 
Go Master, Joseki Genius and Tacti- 
cal Wizard software (currently 
v4.7)—everything available for 
the PC. The display, a 3.25" x 3.5" 
LCD, takes a little getting used to, 
but with appropriate use of the 
contrast control it’s sharp and 
pleasing. A “cursor pad” and a 
number of mode buttons let the 
user navigate the board and the 
menu of options and parameter 
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settings easily, once one’s fingers 
get used to the feel of the device. 
(But oh, for a track ball!.. .) 
Sound effects help one recognize 
illegal options. 

The Igo Dojo gives one much 
more than a go-playing program, 
making use of the options for ex- 
tensive user control of program 
parameters (clearly and concisely 
documented in the accompanying 
manual), one can explore joseki, 
life-and-death tactical situations, 
and Nemesis’ game evaluation 
functions, either through the built- 
in “dictionaries” of joseki and 
sample problems, or by setting up 
one’s own game positions. I 
found the joseki tutor particularly 
fascinating, since this is one of the 
(many) areas of the game in 
which I am weak! The joseki and 
tactics tutors might interest much 
stronger players than NEMESIS’ 
overall current strength of 12-15 
kyu might suggest. 

NEMESIS itself has been 
reviewed elsewhere in the 
AGJournal (23:2, P. 17). It remains 
one of the strongest available 
commercially, and is based on 
Bruce Wilcox’s highly original 
“Instant Go” philosophy, which 
returns to these pages this issue 
after a ten-year absence. By vary- 
ing NEMESIS’ parameter settings, 
one can arrange for the program 
to “think” more or less deeply 
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about its moves (and hence play 
better, but more slowly). Rather 
than selecting the highest setting, 
which is likely to lead to very 
slow games without dramatically 
improving NEMESIS’ level of 
play, I would recommend setting 
them to close to the minimum 
recommended values. (Wilcox’s 
documentation explores the 
various options in some detail.) 
This way, play will go much 
faster, and you will be able to 
enjoy many more games. For the 
same reason, I also recommend 
play on the 13 x 13 or 9 x 9 board. 
If you are anywhere above 15 kyu 
yourself, you probably shouldn't 
look to NEMESIS to teach you 
how to play good go (even if you 
lose to it ata handicap). What 
NEMESIS, and all the other go- 
playing programs currently com- 
mercially available, is really good 
for is getting in a lot of games 
while you are still weak, without 
burdening your human op- 
ponents with your errors; and, 
later, for enjoying the odd spot of 
go when there’s no human op- 
ponent around. 

The Igo Dojo represents a real 
breakthrough in go programming. 
It gives you the full power of the 
Nemesis/TOYOGO suite of 
programs in a convenient, port- 
able form. Future releases will 
allow users to save games to in- 
sertable cartridges, and to transfer 
them to a PC (currently neither is 
possible). Presumably this will 
also allow the purchase of 
libraries of “famous games”, go 
lessons, etc. on cartridge. That Wil- 
cox has achieved all this in 256K 
of ROM and 64K of RAM, in a con- 


venient, attractive, and functional 
package, is little short of wizardry. 
But then, anyone who has met 
Bruce knows that nothing less 
should be expected from him! 

(Igo Dojo is available from 
TOYOGO, P.O. Box F, Dept. A, 
Kaneohe, HI 96744, or call (800) 
TOYOGO-9 or (808) 254-1166. 
Retail is $999, but the price direct 
from TOYOGO is $695 + $10 U.S. 
shipping. Prices subject to change 
without notice; write or call for 
current prices and information on 
other TOYOGO products.) 


“Go-ing Somewhere?” 


Go Anywhere is an attractive, 
well designed interface for play- 
ing go over the phone lines (via 
modem). The artwork is impres- 
sive; it has the “look and feel” of a 
real go board (down to the grain 
in the wood). Players actually pick 
up stones out of their bowls 
(using the mouse, or cursor keys), 
move them over the board, and 
place them. Prisoners are captured 
in the same fashion. Stones may 
be placed off center, giving the 
board a very natural look. Since 
you see everything your opponent 
does, you can actually see him or 
her hesitate over their move on 
the board, just as you would face- 
to-face! And players can “talk” to 
each other during the game by 
typing into a convenient text area 
next to the playing screen. 

I found Go Anywhere easy to in- 
stall and use; the 36-page manual 
includes a tutorial style introduc- 
tion and a “Quick Start” summary 
reference section for power users 
(or the impatient), as well as a 
glossary of technical terms. The 
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menus are clear, and all the fea- 
tures I tested worked. 

I played one game with Eric 
Ace, the program’s author, to “test 
drive” the system. I expected to 
quit after a few dozen moves, 
when I had the feel of the system, 
but I found I enjoyed myself so 
much that we actually finished the 
game. Go Anywhere also makes 
dialing your remote go partners 
easy by maintaining an internal 
“phone book” of regular op- 
ponents; with this feature, a go 
game is never more than a mouse 
click away! 

Some of the go playing 
programs now on the market for 
the Mac, such as the Smart Game 
Board and Go Explorer, can also be 
used as an interface for playing go 
by modem. For those without 


such a system, or for any IBM 
owner eager to enjoy a “luxury” 
interface, Go Anywhere is a wel- 
come addition to the go software 
library. Hopefully future releases 
of “Go Anywhere” will provide 
additional features, such as record- 
ing of games and comments, auto- 
matic counting of prisoners, the 
ability to “label” stones (as ina 
diagram) and to replay games 
with move numbers shown, etc. 
For now, Go Anywhere is just what 
it claims to be: the most natural go- 
playing interface Go-ing! 

Go Anywhere requires an IBM 
PC with 512K, EGA or VGA color 
graphics, DOS 3.0 or higher, and, 
of course, a modem. Mouse sup- 
port is strongly suggested. $55 
from Ishi Press International (see 
inside back cover for address.) 


The Ideal Beginner’s Book! 


Frustrated trying to teach Go to your spouse, lover, children, 
parents, friends or co-workers? 


THE BEGINNER'S GUIDE TO THE GAME OF GO is clear, 
concise, complete, stimulating, beginner-tested, and suc- 
cessfully resolves all of the issues that puzzle and confuse 
beginners and high-kyu players. 


Designed for independent use by the intelligent adult, it is 


also ideal for use as a textbook/lesson plan for a course led 
by an experienced player or non-Go playing teacher. Pub- 
lished in 8 1/2 X 11, computer prepared, velo-bound 
manuscript format. 220 pages, 576 diagrams. $15.00 plus 
$2.50 shipping and handling. New York State residents add 
8% sales tax. 


Send orders to: 
Milton N. Bradley 
22 Goldfield St. 
Melville, NY 11747-1656 
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Life And Death Fram A To Z: 
Solutions 
(from p. 16) 

Solution To V: Black at 1 is the 
only move to expand the eye space. 
Even though 2 is the key point to 
the eye shape, after White plays 1, 
Black is not able to live. White 2 is 
the strongest attack. The proper 
move for Black is to protect the 
three stones on the left side that 
have fewer liberties. When White 
ataris at 4, Black 5 tenaciously 
makes ko for life. 

Solution to W: White 1 is an ex- 
cellent move that is not easy to find. 
After Black responds at 2, White 3 
takes the key point to the eye shape. 
When Black ataris with 6, White 


gives up one more stone with 7, @S MG 

giving Black a false eye. Black’s SOL @D080 
group is dead. If White were to at- C) pig 2 OF C) 
tack at 3 first, Black would play 1 in- a 


stead and White could only get a ko. 

Solution To X: Black 1 is the only 
way to try and live. It is evident that 
White wants to rescue the one stone 
with 2, after Black 3’s pursuit, 5 and 
7 capture the two White stones. 
Now White ataris at 8, starting ko 
for the group’s life. Please note that 
White can start the ko any time after 
Black 3. 

If Black were to capture the 
White stone with 2 first, White 
would play at 1, killing the group 
unconditionally. 

If White plays 4 at a instead, 
Black plays 4, White b, Black takes 
two stones with 6; when White 
throws in at 2, Black can still make 
the second eye at c. 


Solution To X 
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FUJITSU cont'd from p. 7 


Weare deeply grateful to Fujit- 
su Ltd. for their sponsorship of 
the most star-studded event on 
the US go calendar. In addition, 
because of the St. Francis’ willing- 
ness to conduct the event on 
favorable terms and with 
generous hospitality, we were 
able to stage the event in one of 
San Francisco’s oldest and finest 
hotels. 

Afterward, I walked into the 
San Francisco Go Club to find 
Jiang 9 dan and Cha 5 dan playing 
a game next to other local games. 
Peng, Hong, Hahn, Snyder, Choi, 
and Quintero were playing locals 
and Michael Redmond was giving 
commentary on a game as Phil 
Straus recorded it on his Macin- 
tosh. Other local players con- 
tinued to play each other as 
though it was business as usual at 
the SFGC. If only it were. 


Jim’s Journal: Solution 
To Problem 


(from p. 19) 

The kosumi of Black 1 
takes one side. If White es- 
capes in the center, Black 3 
takes the left side. If White 
lives on the left then Black 2 
takes the center. 
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WHY’S YOUR RATING? 


The next AGNewsletter will con- 
tain a new Rating Readout, includ- 
ing new ratings for everyone who 
has entered games into the AGA 
rating system since the last run. 
Your current rating also appears on 
the mailing label for this 
AGJournal. Is our rating system be- 
having the way you think it should? 

If not, please write. The AGA 
will provide you with an indiv- 
idual readout, showing your cur- 
rent results and their effect on 
your rating. We are convinced 
that the system is basically sound, 
but in the end its value rests on 
its credibility to the membership. 

Write to: AGA Ratings Commis- 
sion, PO Box 397, Old Chelsea Sta- 
tion, New York, NY 10113-0397. If 
you're not convinced, and even if 
you re not from Missouri, make us 
show you. We think we can. 
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GO KIBURI AND THE CHIEF’S WRAITH 


One evening, as Go Kiburi and his faithful companion Iki Jibiki were 
enjoying a game of blindfold four-dimensional go, there came a sudden 
sharp clap and a figure appeared, wreathed in foul smelling smoke. “I 
am the ghost of Chief Oki Dango,” announced the figure. “Remember, 
Go, how you humiliated me when we played our last san-jubango? I 
swore I would take revenge after my death, when I would be invul- 
nerable to all your arts and skills, and now I’ve come to haunt you,” he 
continued. “I will return every night for a week, and on the last night I 
will take you down to Hell with me!” the apparition finished, vanishing 
in a swirl of flames. 

Iki Jibiki was taken aback, but Go just chuckled and said, “Let’s get 
on with our game.” Four-dimensional go being a rather time (and space) 
consuming game, the two were still in the early opening, having oc- 
cupied only 13 of the corners, when they retired for the night, so Iki was 
back the next night to continue. At midnight, the ghost appeared again, 
looking if anything larger and more menacing than it had the previous 
night. It repeated its threats, baring an inordinate number of fangs and 
constantly sharpening its claws against each other as it spoke. “Oki 
Dango always was an unstable character,” Go remarked after the fiend 
had departed. 

Each evening that week, Go and Iki continued their game, and 
precisely at midnight the spirit would appear, each time larger, more 
solid and more threatening in demeanor. Iki became more and more 
nervous, but Go seemed perfectly calm. Finally, the seventh night ar- 
rived. Go had just completed his joseki in the further lower outer left 
corner of the board and was contemplating extending along one of the 
32 sides when the monster arrived. “Now you are mine!” it snarled. But 
Go just smiled and waved his hand, and suddenly the creature vanished, 
to be replaced by a red-faced cook ina tall white hat, waving a wooden 
ladle and spluttering his anger. 

“What in the world did you do, Go?” Iki marvelled, after the irate fig- 
ure finally faded away, muttering curses in a mixture of French and 
Italian. “There was never any problem, Iki,” Go replied. It’s easy to 
change a chief’s wraith into a chef’s wrath, if you remember the ‘i’ steal- 
ing tesuji!” 

-submitted by Bob High 


NEXT ISSUE: 
Oo Interview and article by Zhu-jiu Jiang 9-Dan 
More Fujitsu games 


Oo Plus Kerwin, Yang, a Handicap Masterpiece, Teaching 
Go To Kids Part II, and more! 
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THE AGA HONOR ROLL 


LIFE MEMBER ($1000) 


Clay Smith 
Vestal, NY 


INSTITUTIONAL SPONSORS ($500 or over) 


James Davies 


Yokohama, JAPAN Jacksonville, TX 
SPONSORS ($100 Or Over) 
Barbara Calhoun Dae-chol Kim 
New York, NY Seoul, Korea 
Reid Garrett Tadao Komatsu 
Atlanta, GA New York, NY 
Paul Henerlau-Haight Brian McDonald 
Oakland, CA San Francisco, CA 
Robert High Robert F. Meyer 
New York, NY Seattle, WA 
Joseph Isenbergh Jonathan Nagy 
Chicago, IL Metuchen, NJ 
Takahiko Ishikawa Wayne Nelson 
Virginia Beach, VA Statistical Consulting 
Felix Khuner Schenectady, NY 
Berkeley, CA Michael O'Sullivan 
Dae-yol Kim Red Oak, TX 
Bronx, NY 


SUSTAINERS ($50 Or Over) 


Robert J. Barber 
Chicago, IL 
Terence G. Benson 
New York, NY 
William E. Buckley 
New York, NY 
Dr. Soon Pil Chang 
Powell, OH 
Dewey Cornell 
Charlottesville, VA 
David Fotland 
San Jose, CA 


David Fruchtenicht 
Durham, NC 
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Dr. Vincent Wang 


Tim Hoel 
Edgar, MN 
Charles S. Huh 
Seattle, WA 
Chester A. Jacewitz 
Tulsa, OK 
Mike Kalosh 
Seattle, WA 


Kenneth M. Koester, Jr. 
Centreville, VA 


Roy Laird 
Brooklyn, NY 


James R. Myers 
Pittsburgh, PA 
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Steven R. Deller 
Fairfax, VA 


S.S. Park 
Flushing, NY 


David Pearson 
Ithaca, NY 


Paul A. Roush 
Agaura Hills, CA 


Joel Sanet 
Miami, FL 
Ron Snyder 
Westfield, NJ 


Phil Straus 
Philadelphia, PA 


Norman Whitely 


San Carlos, CA 


Sam Zimmerman 


Ellicott City, MD 


Nick Patterson 
Princeton, NJ 
Haskell Small 
Washington, DC 
Masao Takabe 
New York, NY 
Ulo Tamm 
Broomfield, CO 
John J. Thek 
Pompton Plains, NJ 


Geoffrey Webb 
Scottsdale, AZ 
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Develop Your Game with 3 
NEW Books from Ishi 


Positional Judgment—High Speed Game Analysis (G45) 
by Cho Chikun 
In this unique book, aimed at intermediate level players, Cho 
shows you his own methods for assessing the board position 
during the middle game. To make strategic decisions you must 
calculate whether you are ahead or behind. Deciding whether to 
defend or attack aggressively is even more critical than the 
techniques you use. High speed game analysis is a key tool for a 
strong player. Learn it yourself. 

$11.95 


All About Thickness (G34) 
by Ishida Yoshio 
Thickness is one of the most important and least understood 
concepts in Go. In a book for players from mid-kyu to dan level, 
Ishida develops your intuitive feeling for thickness using a series 
of examples typical of actual play. This is the first book on this 
subject in any western language. Discover the power of thickness 
in your own games! 

$11.95 (hardcover available for $24.95) 
Graded Go Problems, volume 4 (H6) 
by Kano Yoshinori 
Finally! The long-awaited advanced volume in the popular series. 
Here are 390 more problems to sharpen your wits. 

$11.95 


(Please add $1.50 s/h per order.) 


ISHI PRESS 


INTERNATIONAL 
1400 N. Shoreline Blvd, Bldg A7, Mt. View, CA 94043 (415) 964-7294 


More 
Orient 
ore O 


No airline can take you to more of the Orient more 
comfortably and conveniently than Japan Air Lines. 

Discover the luxury, the elegance, the impeccable service 
of Japan Air Lines on your next flight to the Orient. For reserva- 
tions, call your travel agent or Japan Air Lines: 800-JAL- FONE 
(525-3663). 


JAPAN AIR LINES 
We give you more of the Orient. 


, From NewYork Chicago Los Angeles San Francisco Seattle 
Honolulu. Anchorage Vancouver Mexico City Sao Paulo Rio de Janeiro 


